THARIEL FROSTFORGE 


Female Dwarf Paragon 3 / Abjurer 3 

LN Medium Humanoid (Dwarf) 

Hit Dice: 3d10+3d4+18 (42 hp) 

Initiative: +2 

Speed: 20 ft. 

Armor Class: 15 (10 base, +2 Dex, +3 Mage Armor), 
touch 12, flat-footed 13 

Base Attack/Grapple: +3/+3 

Attack: Quarterstaff +3 melee (1d6) 

Full Attack: Quarterstaff +3 melee (1d6) 

Space/Reach: 5 ft./5 ft. 

Special Attacks: Spells 

Special Qualities: Stonecunning, stability, 
darkvision 60 ft., arcane spellcasting, familiar 

Saves: Fort +6, Ref +3, Will +6 

Abilities: Str 10, Dex 14, Con 16, Int 19, Wis 14, Cha 8 

Skills: Concentration +13, Knowledge (Arcana) +16, 
Spellcraft +18, Knowledge (Dungeoneering) +12, 
Knowledge (Nature) +12, Craft (Alchemy) +8, Craft 
(Gemcutting) +8 

Feats: Spell Focus (Abjuration), Heighten Spell, 
Skill Focus (Spellcraft) 


SPELLCASTING 


Thariel Frostforge casts spells as a 3rd-level wizard 
(caster level 3). She specializes in abjuration and has 
prohibited schools of enchantment and necromancy. 
Typical Spells Prepared (4/4+1/3+1): 
0 (4): — Light, Detect Magic, Prestidigitation, 
Acid Splash 
1st (4+1): — Shield, Mage Armor, Protection from 
Evil, Identify 
2nd (3+1): — Glitterdust, Mirror Image, 
Resist Energy! (2) 
l Abjuration specialization spell 


SPELLBOOK 


Thariel Frostforge’s spellbook contains the following: 

0 (4): — Acid Splash, Detect Magic, Light 
Prestidigitation, Mage Hand, Mending, 
Read Magic 

1st (4+1): — Shield, mage Armor, Protection from 
Evil, Identify, Expeditious Retreat, 
Feather Fall, Comprehend Languages 

2nd (3+1): — Resist Energy, Mirror Image, 
Glitterdust, See Invisibility, Arcane Lock, 
Web, Locate Object 
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SPECIAL ABILITIES 


Stonecunning (Ex): +2 racial bonus on Search checks to 


notice unusual stonework. 

Stability (Ex): +4 bonus on ability checks to resist being 
bull rushed or tripped. 

Darkvision (Ex): Thariel can see in the dark up to 60 
feet. 

Arcane Spellcasting: Access to 2nd-level spells as a 3rd- 
level caster. 

Familiar: Raven named Skye, granting +3 bonus on 
Appraise checks. 


ADVANCEMENT 


Thariel plans to advance as a wizard, specializing in 
abjuration, before transitioning into the Master 
Specialist prestige class to refine her craft. Her ultimate 
goal is to become an Archmage, focusing on abjuration 
to perfect her defenses and counter-magical abilities, 
embodying her role as a protector of her homeland. 
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THARIEL'S POSSESSIONS 


WORN ÍTEMS 


+ Headband of Intellect +2 (enhances Intelligence, 
boosting her spellcasting and skills) 


WEAPONS 


e Quarterstaff 
e Dagger 


WANDS 


e Wand of Magic Missile (CL 3, 25 charges) 
e Wand of Shield (CL 2, 15 charges) 


POTIONS 


e Potion of Cure Moderate Wounds (x2) (restores 
2d8+3 hit points when consumed) 

e Potion of Invisibility (x1) (grants invisibility for 
stealth or escape in emergencies) 


MUNDANE GEAR 


e Explorer’s Outfit (sturdy and practical clothing for 
adventuring) 
e Spellbook (contains her full list of spells) 
e Spell Component Pouch (holds necessary materials 
for spellcasting) 
e Backpack (*carries her gear and supplies, includes:) 
e Bedroll 
e Flint and Steel 
e Trail Rations (3 days) 
e Waterskin 
e Rope, Silk (50 ft.) 
e Ink (1 oz.) 
e Pen 
e Parchment (10 sheets) 


DEEDS AND PROPERTY 


e Deed toa Small House with Attached Workshop: A 
modest home located in a secure area, complete with 
living quarters and a functional workshop for 
crafting or magical research (valued at 1,500 gp). 


WEALTH 


e 1,967 gp (remaining gold after purchasing gear and 
property) 


BACKGROUND 


Thariel Frostforge grew up in the Iceveil Mountains, a 
member of a dwarven clan renowned for their gemcraft 
and sturdy fortifications. Unlike her kin, who excelled at 
hammering steel and chiseling stone, Thariel’s interests 
veered toward the arcane. Fascinated by the ancient 
runes carved into the mountains by long-forgotten 
hands, she sought to blend dwarven traditions of 
protection with magical study. Though her choice to 
pursue abjuration magic raised a few eyebrows among 
her clan, she remained resolute, seeing her studies as a 
way to safeguard her people against threats from both 
the wilds above and the depths below. 

Now an apprentice turned journeyman, Thariel has 
taken her first steps into the wider world. With a small 
house and workshop left to her by her late mentor, she 
balances her craftwork with her magical pursuits. Eager 
to prove her worth, she seeks knowledge, experience, 
and opportunities to grow stronger, determined to show 
her clan—and herself—that her choice to pursue magic 
was the right one. 


FAMILY AND ALLIES 


e Orim Frostforge (Father): A stoic and proud master 
smith, Orim is deeply rooted in the traditions of 
dwarven craftsmanship. He initially struggled to 
understand Thariel’s choice to pursue magic, but 
over time, he has come to respect her talents. Orim 
now quietly supports her pursuits, occasionally 
crafting tools or components to aid her journey. 

e Kaedra Frostforge (Mother): A meticulous and 
skilled gemcutter, Kaedra taught Thariel the value of 
precision and patience. Kaedra has always been 
more openly supportive of Thariel’s arcane studies, 
seeing them as another form of artistry. She remains 
a source of warmth and encouragement for her 
daughter. 

e Frostforge Clan: The extended family is large and 
tightly knit, with most members working in the 
Frostforge citadel as smiths, gemcutters, and 
merchants. While many were skeptical of Thariel’s 
departure from traditional dwarven roles, they 
acknowledge her growing skill and respect her 
determination to protect their legacy in her own way. 


GOALS 


Thariel’s primary goal is to refine her skills as an 
abjurer, learning how to wield protective magic to shield 
her people and her allies. She dreams of uncovering 
forgotten dwarven arcane traditions, believing that 
magic can enhance her clan’s craft and fortifications. In 
the short term, she aims to establish herself as a 
capable adventurer, earning respect for her abilities and 
gathering resources to improve her workshop. 


THARION VALE 


Male Human Paragon 3 / Duskblade 3 

NG Medium Humanoid (Human) 

Hit Dice: 3d8+3d8+12 (45 hp) 

Initiative: +1 

Speed: 30 ft. 

Armor Class: 17 (10 base, +1 Dex, +4 armor, +2 shield), 
touch 11, flat-footed 16 

Base Attack/Grapple: +4/+7 

Melee: +1 Keen Longsword +8 (1d8+5, 17-20/x2) 

Full Attack: +1 Keen Longsword +8 (1d8+5, 17-20/x2) 
or Longbow +5 (1d8+4/x3) 

Space/Reach: 5 ft./5 ft. 

Special Attacks: Arcane Channeling, Power Attack, 
Arcane Strike 

Special Qualities: Armored Mage, Combat Casting, 
Adaptive Learning (Knowledge: Arcana) 

Saves: Fort +6, Ref +2, Will +4 

Abilities: Str 18, Dex 12, Con 14, Int 16, Wis 10, 
Cha 10 

Skills: Concentration +11, Knowledge (Arcana) +12, 
Knowledge (Dungeoneering) +8, Knowledge (Nature) 
+8, Spellcraft +11, Diplomacy +5, Climb +5 

Feats: Power Attack, Combat Casting, Arcane Strike, 
Weapon Focus (Longsword) 


SPELLCASTING 


Tharion Vale casts spells as a 3rd-level Duskblade 
(caster level 3). 
Spells Known (5/4): 
0 (5/day): Acid Splash, Ray of Frost, Detect Magic, 
Touch of Fatigue, Read Magic 
1st (4/day): Shocking Grasp, Ray of Enfeeblement, 
True Strike, Color Spray 


SPECIAL ABILITIES 


Armored Mage (Ex): Can cast arcane spells while 
wearing light armor and using a shield without risk of 
spell failure. 

Arcane Channeling (Su): Cast and deliver a touch spell 
as part of a melee attack. 

Combat Casting (Ex): +4 bonus to Concentration checks 
made to cast defensively. 


ADVANCEMENT 


Tharion plans to continue progressing as a Duskblade, 
focusing on blending melee combat and magic. 
Eventually, he aims to explore other martial arcane 
paths or develop his magical versatility further, 
becoming a master of battlefield control and swift 
strikes. 


THARION’S POSSESSIONS 


WORN ITEMS 


e Explorer’s Outfit (sturdy and practical clothing for 
adventuring) 


WEAPONS 


e +1 Keen Longsword 
e Composite Longbow (+4 Strength Bonus) 
e 20 Arrows 


ARMOR 


e Masterwork Chain Shirt 
e Large Steel Shield 


WANDS 
e Wand of Shocking Grasp (CL 3, 25 charges) 


POTIONS 


e Potion of Cure Moderate Wounds (x2) (restores 
2d8+3 hit points when consumed) 


MUNDANE GEAR 


e Spell Component Pouch (holds necessary materials 
for spellcasting) 
e Backpack (*carries his gear and supplies, includes:) 
e Bedroll 
e Flint and Steel 
e Trail Rations (3 days) 
e Waterskin 
e Rope, Silk (50 ft.) 
e Ink (1 oz.) 
e Pen 
e Parchment (10 sheets) 


INVESTMENTS 


e Stock Certificate for Vale Arms € Arcana: 
Ownership in a small business located in Tharion’s 
home village. The business specializes in selling 
high-quality weapons, armor, and arcane supplies. It 
generates a modest income (1d10 x 10 gp per month 
per 100 gp invested). 


WEALTH 


e 1,966.3 gp (remaining gold after purchasing gear and 
investment) 


BACKGROUND 


Tharion Vale was born in the quiet village of Windmere, 
nestled at the foot of the Azure Peaks. His father, Daric, 
was a retired soldier who became the village’s smith, 
crafting tools and weapons for the locals. His mother, 
Elira, was a traveling scholar who specialized in ancient 
magical texts and lore. From an early age, Tharion’s life 
was shaped by their dual influences: the discipline and 
martial training of his father, and the curiosity and 
arcane teachings of his mother. This balance led him to 
the path of the Duskblade, a rare fusion of combat 
prowess and spellcraft. 

While most of his peers followed simpler paths, 
Tharion sought to master both the physical and magical 
arts, blending them into a seamless fighting style. When 
his parents retired, they passed on their modest 
business—Vale Arms & Arcana—a small forge and shop 
catering to adventurers and locals alike. Now, Tharion 
travels to expand his skills, build his reputation, and 
ensure his family’s legacy endures. 


FAMILY AND ALLIES 


e Daric Vale (Father): A gruff but kind-hearted man, 
Daric taught Tharion how to wield a blade and 
instilled in him a sense of duty to protect others. 
Although retired, he still occasionally takes on 
commissions for finely crafted weapons in 
Windmere. 

e Elira Vale (Mother): A soft-spoken but brilliant 
scholar, Elira encouraged Tharion’s intellectual 
pursuits. She now manages the books and magical 
wares of the family business. 

e Vale Arms & Arcana: This small shop, now partially 
owned by Tharion through his investment, serves as 
a hub for travelers and adventurers. The business is 
known for its reliable weapons, armor, and 
occasional magical trinkets. Tharion maintains 
correspondence with his parents and occasionally 
sends back rare materials or spells to help expand 
their inventory. 


GOALS 


Tharion seeks to refine his mastery of the Duskblade’s 
unique fighting style, aiming to become a paragon of 
martial magic. He dreams of uncovering ancient 
techniques and spells that merge swordplay and arcane 
power, solidifying his reputation as a warrior-scholar. 
On a more personal level, he strives to protect his 
family’s legacy and ensure the success of Vale Arms & 
Arcana. His ultimate vision is to return to Windmere as 
a seasoned adventurer and expand the shop into a 
renowned hub for adventurers, combining his combat 
expertise and magical knowledge to craft unique 
enchanted weapons and armor. 


LIRAEN KAELITH 


Female Elan Paragon 3 / Psion 3 

Neutral Medium Aberration (Psionic) 

Hit Dice: 3d8+3d4+12 (38 hp) 

Initiative: +2 

Speed: 30 ft. 

Armor Class: 14 (10 base, +2 Dex, +2 armor), touch 12, 
flat-footed 12 

Base Attack/Grapple: +2/+1 

Attack: Quarterstaff +1 melee (1d6-1) 

Full Attack: Quarterstaff +1 melee (1d6-1) 

Space/Reach: 5 ft./5 ft. 

Special Attacks: Psionic powers, energy ray 

Special Qualities: Aberration traits, psionics, 
resilience, resistance, repletion 

Saves: Fort +3, Ref +3, Will +6 

Abilities: Str 8, Dex 14, Con 14, Int 20, Wis 12, Cha 10 

Skills: Concentration +11, Knowledge (Psionics) +13, 
Psicraft +15, Autohypnosis +10, 
Knowledge (Arcana) +10, Diplomacy +5 

Feats: Overchannel, Psionic Meditation, Talented 


PSIONICS 


Manifester Level: 6 (for duration/effects; powers known 


and power points as Psion 3) 

Power Points: 27 

Powers Known: 

Level 1 (4): Energy Ray, Crystal Shard, Force Screen, 
Mind Thrust 

Level 2 (3): Energy Stun, Psionic Knock, Energy Push 


CLASS FEATURES 


ELAN PARAGON 


e Psionic Potential: +2 power points; +1 manifester 
level for duration/effects. 

e Enhanced Resilience: Reduces 2 additional damage 
per power point spent with racial ability. 

e Ability Boost: +2 Intelligence. 


PSION 
e Discipline Focus: Kinetics (energy-based powers). 


RACIAL ABILITIES 


Aberration Type: Immune to effects that specifically 
target humanoids (e.g., charm person). 

Psionic Aptitude: Gain 2 bonus power points at 1st 
level. 

Resilience (Su): Spend 1 power point to reduce damage 
by 2 points. 

Resistance (Su): Spend 1 power point as an immediate 
action to gain a +4 racial bonus on saving throws until 
the start of your next turn. 

Repletion (Su): Spend 1 power point to go without food 
or drink for 24 hours. 


Longevity: Does not age and is effectively immortal 
unless killed. 


ADVANCEMENT 


Liraen plans to continue progressing as a Psion, 
focusing on mastering kinetic energy manipulation. 
Eventually, she aims to expand her psionic abilities, 
gaining control over more devastating powers and 
refining her resilience. Her ultimate goal is to become a 
master of psionic energy, capable of reshaping the 
battlefield with powerful blasts and protective barriers. 


LIRAEN’S POSSESSIONS 


WORN ITEMS 


+ Headband of Intellect +2 (boosts Intelligence, 
enhancing her psionic abilities and skills) 


‘WEAPONS 


e Quarterstaff (a simple and reliable melee weapon) 


PSIONIC ITEMS 


e Power Stone of Energy Push (ML 3, 5 charges) 
(contains the psionic power Energy Push for 
emergency use or augmentation) 


ARMOR 


e Masterwork Leather Armor (lightweight and 
practical armor for mobility and defense) 


MUNDANE GEAR 


« Explorer’s Outfit (practical clothing designed for 
adventuring) 
e Backpack (carries her gear and supplies, includes.) 
e Bedroll 
e Flint and Steel 
e Trail Rations (5 days) 
e Waterskin 
e Rope, Silk (50 ft.) 
e Ink (1 oz.) 
e Pen 
e Parchment (10 sheets) 


INVESTMENTS 


e Stock Certificate for Kaelith Psionics: Ownership in 
a small business located in a city known for psionic 
research. The business specializes in selling rare 
psionic crystals, power stones, and other psionic 
items, generating a modest income (1d10 x 10 gp 
per month per 100 gp invested). 

e Investment Value: 2,000 gp 


WEALTH 


e 2,438 gp (remaining gold after purchasing gear and 
investment) 


BACKGROUND 


Liraen Kaelith was born on a secretive island hidden 
deep within the Azure Archipelago, far from the prying 
eyes of civilization. The island, known only to a few, is a 
place where psionics flourish in quiet isolation, far from 
the political and arcane conflicts of the mainland. Her 
family, members of a hidden psionic order, raised her in 
a tranquil environment that encouraged mastery of the 
mind and the harnessing of psionic energy. Her father, a 
psionics scholar, focused on deepening the 


understanding of psionic powers, while her mother, a 
psionic protector, trained Liraen in the art of psionic 
defense and kinetic control. 

From an early age, Liraen displayed a natural affinity 
for kinetic psionics, manipulating energy and force with 
ease. However, she soon realized that her true potential 
lay beyond mere defense or offensive abilities. Inspired 
by the legacy of her parents and her thirst for discovery, 
she set out to unlock the deepest secrets of psionics, 
hoping to uncover forgotten techniques and explore the 
limits of psionic energy. Her island home, though rich in 
wisdom, is shrouded in mystery, and her journey would 
take her far from the safety of its shores. 


FAMILY AND ALLIES 


+ Daelon Kaelith (Father): A renowned psionics 
scholar, Daelon Kaelith is an expert in psionic theory 
and the manipulation of psychic energy. Though 
primarily focused on research, he has occasionally 
acted as a mentor to Liraen, guiding her in the 
pursuit of psionic mastery. His teachings are the 
foundation of her psionic training. 

e Tlaris Kaelith (Mother): A psionic protector and 
warrior, Ilaris trained Liraen in psionic defense and 
offensive kinetic abilities. While her approach to 
psionics is pragmatic, focusing on real-world 
application and protection, she deeply values 
Liraen’s intellectual pursuit of psionics and supports 
her journey to push the boundaries of their abilities. 

e The Psionic Order of Kaelith Isle: The secluded 
psionic community where Liraen grew up, the Order 
consists of psions and scholars dedicated to the 
exploration and preservation of psionics. They share 
knowledge and resources but are careful to maintain 
the secrecy of their existence, hidden away on the 
island. Liraen maintains a connection with the 
Order, and occasionally receives cryptic messages or 
psionic insights from her mentors. 


GOALS 


Liraen’s ultimate goal is to uncover the ancient and 
forgotten psionic techniques that have been lost to time. 
Her thirst for knowledge drives her to travel beyond the 
island to explore the broader world, seeking artifacts, 
libraries, and mentors that can help her expand her 
mastery of kinetic energy and psionic manipulation. 

She also hopes to bring recognition to her psionic 
heritage, proving that psionics, when honed to their 
fullest potential, can be as potent and impactful as any 
arcane magic or martial discipline. She dreams of one 
day returning to the Psionic Order of Kaelith Isle as a 
revered figure, bringing new psionic techniques and 
insights to her community and ensuring their continued 
existence in a world that may one day recognize the 
power of psionics. 


THAROK IRONFIST 


Male Half-Orc Paragon 3 / Barbarian 3 

Chaotic Neutral Medium Humanoid (Half Orc) 

Hit Dice: 3412 + 3d12 + 18 (72 hp) 

Initiative: +2 

Speed: 30 ft. (+10 ft. when not wearing heavy armor) 

Armor Class: 16 (10 base, +2 Dex, +4 armor), touch 12, 
flat-footed 14 

Base Attack/Grapple: +6/+11 

Attack: +12 melee (Great Axe +1 Flaming) (1d12+8, 
1d6 fire damage) 

Full Attack: Great Axe +12/+7 melee (1d12+8, 1d6 fire 
damage) 

Space/Reach: 5 ft./5 ft. 

Special Attacks: Rage, Powerful Strike 

Special Qualities: Darkvision 60 ft., Orcish Ferocity, 
Rage, Half-Orc Paragon benefits 

Saves: Fort +7, Ref +4, Will +2 

Abilities: Str 20, Dex 14, Con 17, Int 8, Wis 12, Cha 10 

Skills: Climb +8, Intimidate +8, Survival +7, Jump +8, 
Perception +5, Handle Animal +5, Knowledge 
(Nature) +3 

Feats: Power Attack, Toughness, Cleave 


CLASS FEATURES 


HALF-ORC PARAGON 3 


e Racial Heritage: As a Half-Orc Paragon, Tharok 
gains increased strength and toughness, reinforcing 
his barbarian abilities. 

e Ferocity (Ex): As a half-orc, Tharok can continue to 
fight even when reduced to 0 hit points once per day, 
thanks to his half-orc racial resilience. 

e Paragon’s Power (Ex): +2 Strength, +1 Constitution. 

e Darkvision (Ex): Tharok has darkvision out to 60 
feet. 


BARBARIAN 3 


e Rage (Ex): 1/day, Tharok can fly into a rage, gaining 
+4 Strength, +4 Constitution, and +2 morale bonus 
on Will saves. However, he takes a -2 penalty to AC. 
This lasts for 4 rounds. 

e Fast Movement (Ex): +10 ft. to base land speed when 
not wearing heavy armor. 

e Uncanny Dodge (Ex): Tharok retains his Dexterity 
bonus to AC (if any) even while flat-footed. 

« Trap Sense (Ex): Tharok gains +1 bonus on Reflex 
saves against traps and Perception checks to find 
traps. 

e Rage Powers (Ex): 

e Furious Focus: While raging, the first attack you 
make each round is made at no penalty. 


ADVANCEMENT 


Tharok plans to continue advancing as a barbarian, 
honing his physical strength and mastery of rage-fueled 
combat. He aims to further develop his rage powers and 
enhance his resilience in battle, eventually becoming a 
true paragon of barbaric strength. Tharok's journey will 
also include refining his tactics in combat and 
improving his survival skills, making him a legendary 
warrior among the orcs and humans. Ultimately, he 
dreams of returning to his tribe, restoring its lost honor, 
and uniting the clans to reclaim their former glory. 


GEAR 


WEAPONS 


e Great Axe +1 Flaming (primary weapon, heavy and 
brutal, with added fire damage) 


ARMOR 


e Hide Armor (made of animal furs and leather, worn 
to provide basic defense but not hinder movement) 
e AC: +4 


MUNDANE GEAR 


« Explorer’s Outfit (practical clothing designed for 
adventuring) 
e Backpack (carries his gear and supplies, includes:) 
e Bedroll 
e Flint and Steel 
e Trail Rations (5 days) 
e Waterskin 
e Rope, Silk (50 ft.) 
e Ink (1 oz.) 
e Pen 
e Parchment (10 sheets) 


INVESTMENTS 


e Warband Supplies: Tharok invests 2,500 gp in 
armor and weapons for his tribe. The supplies 
include 5 sets of masterwork chain shirts, 5 hand 
axes, and additional resources for training. These 
will be used to aid his people in combat and to help 
secure alliances with other tribes. 


WEALTH 


e 500 gp (remaining gold after purchasing Warband 
Supplies) 


BACKGROUND 


Tharok Ironfist was born in the rugged wilderness on 
the borders of civilization, where his half-orc heritage 
made him a feared figure among his kin. Raised by his 
clan, he was taught the ways of battle and survival. His 
father, a powerful warrior, instilled in Tharok the value 
of strength and honor in combat, while his mother, a 
tribal healer, taught him to respect the forces of nature. 

As a child, Tharok struggled to find a place among the 
humans and orcs alike, but through his immense 
strength and ferocity in battle, he earned the respect of 
those around him. After the fall of his tribe, Tharok 
found himself drawn to a life of adventure, hoping to 
build a name for himself and one day return to honor 
his people. 


FAMILY AND ALLIES 


e Gruk Ironfist (Father): A powerful orc warrior who 
taught Tharok to wield the axe and instilled in him 
the code of battle. Gruk is now a wandering warrior, 
lost to the wilds. 


e Mira Ironfist (Mother): A healer and wise woman of 
the tribe who nurtured Tharok's connection to 
nature and taught him the survival skills he needs to 
thrive in the wilderness. 


GOALS 


Tharok seeks to refine his skills as a barbarian, 
mastering the art of rage-fueled combat. He dreams of 
becoming a legend among the orcs and humans, gaining 
fame for his strength and indomitable will. On a deeper 
level, he hopes to reclaim his family's lost honor, rebuild 
his tribe, and unite the fractured clans of orcs to forge a 
future in which they can rule once again. His immediate 
goal is to conquer the greatest foes he can find, 
furthering his reputation as a warrior of unparalleled 
skill and fury. 


